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IN THE CLAIMS ^ 

1. (currently amended) A recording medium storing a 
program for causing a character object displayed on a screen 
to perform a predetermined action with based on an output from 
eft — operating — a user-operated device having a plurality of 
operating portions, said program being operable to cause a 
processing system to perform steps, comprising: 

detecting trhe — an output from a particular one of tho said 
plurality of operating portions of said user-operated device, 
said particular one being operable to cause a character object 
to actively overcome at least one type of obstacle object on 
said screen ; and 

in the event tho said character object encounters en 
obotQclc — ob j act — said at least one type of obstacle object on 
tho said screen, ^fe^^^e — obotaclc — object said at least one type of 
obstacle object is automatically overcome according to 
said output from the said p articular one of the said plurality 
of operating portions, 

2. (currently amended) A recording medium according to 
claim 1, v^hcrcin said program further comprise-s- ing detecting a 

current state of tho said character object, trhe obstacle 

wherein said step of overcoming said at least one type of 

obstacle object stop includ ing es executing an obstacle 

overcoming action corresponding to tho said current state of 
tho said character object. 

3. (currently amended) A recording medium according to 
claim 2, wherein the further comprising: saving said obstacle 
overcoming action 4=-3 — savod as attribute data in correlated ion 
with t4=^said obstacle object, eftd — the — wherein said obstacle 
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overcoming action corresponding 

^^:he said character object is 

attribute data. 
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to ^tiie — said current state of 
predetermined in ^fei^e said 



4. (currently amended) A recording medium according to 
claim 2, wherein ^fe4=ie — said current state of — said character 
object is t4=ie — a current speed of movement of ^fefee — said 
character object . 

5. (currently amended) A recording medium according to 
claim 4, v/herein 7 — i-B — t4=^e — event — 14^^ — character — ob j ect — can mount 

etftdt paoo ov er obotacle ob j c ct ^ fei^e said obstacle 

overcoming action is at least one of: a jumping-over action 
when t4=ie — said current speed of movement of t4^3re — said character 
object is relatively fast7-_£_ and t^^^ — obotacle — overcoming action 
io a scaling action when the said current speed of movement of 
the said character object is relatively slow. 

6. (currently amended) A program — executing — processing 
system, comprising: 

a program executing device — reading — aftd — executing 
operable to read a program stored in a recording mediu m, store 
said program in a storage device, and execute said program ; 

etn — operating — a user-operated device connected — t^ — said 
program — executing — d e vice — et¥^ — having a plurality of operating 
portions for outputting an respective operating requests^ by a«r 
operator said user to said program executing device; and 

a display device having a screen for displaying an image 
output from said program executing device_^i- 

wherein said program executing device includes: 
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a storing — unit storing oaid — program — read from — said 

recording — medium — — cQuoing — a — is operable to cause said 
program executing device to perform steps ^ comprising: 

recognizing said respective operating requests from said 
user-operated device^ said requests being operable to cause a 
character object to actively overcome at least one type of 
obstacle object on said screen; and 

causing said character object displayed on — said scrQcn of 

said display device to perform a predetermined actions^ 

associated with said respective operating requests such that 
said at least one type of obstacle object is automatically 

overcome . — output from — said — operating — device^ said — program 

including automatically overcoming an obstacle ob j cct 

encountered by said character ob j cct an said screen by 

operating — a — particular — eae — — said — plurality — — operating 
portions ; — and 

an — executing — unit — — reading — aftd — executing — said program 
stored in said storing unit. 

7. (currently amended) A program executing device which 
is connectable to an operating a user-operated device having a 
plurality of operating portions for outputting an — respective 
operating request_s by an — ope rater s aid user , and to a display 
device having a screen for displaying an image, said program 
executing device comprising: 

a storing unit storing — operable to store a program for 
causing said program executing device to perform steps, 
including : 

recognizing said respective operating requests from said 
user-operated device, said requests being operable to cause a 
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character object to actively overcome at least one type of 
obstacle object on said screen; and 

causing said a character object dioplayod on the — ocrccn of 

t4^e display dcvicG to perform a predetermined action_s 

associated with said respective operating requests such that 
said at least one type of obstacle object is automatically 

overcome . output fr o m t-he operating devic e , oaid program 

including automatically overcoming an obstacle object 

cncountorod by said character ob j cct on the Gcrecn by 

operating — a — particular — ©n^ e^ — the — plurality — — operating 

p-e-^^ti-e-n-s-f — 

aft — executing — unit — — reading — aftd — executing — said program 
stored in said storing unit. 

8. (new) A recording medium according to claim 1, 
further comprising determining whether said character object 
encounters said obstacle object based on whether said obstacle 
object exists within a predetermined range along a line of 
view of said character object. 

9. (new) A recording medium according to claim 1, 
further comprising determining whether said character object 
encounters said obstacle object based on whether said obstacle 
object exists within a predetermined range along a line of 
view of the character object and whether a perimeter range of 
said character object and a perimeter range of said obstacle 
object overlap. 

10. (new) A processing system according to claim 6, 
wherein said program is operable to cause said program 
executing device to detect a current state of said character 
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object, where said step of overcoming said at least one type 
of obstacle object includes executing an obstacle overcoming 
action corresponding to said current state of said character 
object . 

11. (new) A processing system according to claim 10, 
wherein said program is operable to cause said program 
executing device to save said obstacle overcoming action as 
attribute data in correlation with said obstacle object, 
wherein said obstacle overcoming action corresponding to said 
current state of said character object is predetermined in 
said attribute data. 

12. (new) A processing system according to claim 10, 
wherein said current state of said character object is a 
current speed of movement of said character object. 

13. (new) A processing system according to claim 12, 
wherein said obstacle overcoming action is at least one of: a 
jumping-over action when said current speed of movement of 
said character object is relatively fast; and a scaling action 
when said current speed of movement of said character object 
is relatively slow. 

14. (new) A processing system according to claim 6, 
wherein said program is operable to cause said program 
executing device to determine whether said character object 
encounters said obstacle based on whether said obstacle object 
exists within a predetermined range along line of view of said 
character object. 
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15. (new) A processing system according to claim 6, 
wherein said program is operable to cause said program 
executing device to determine whether said character object 
encounters said obstacle based on whether said obstacle object 
exists within a predetermined range along a line of view of 
the character object and whether a perimeter range of said 
character object and a perimeter range of said obstacle object 
overlap. 

16. (new) A program executing device according to 
claim 7, wherein said program is operable to cause said 
program executing device to detect a current state of said 
character object, where said step of overcoming said at least 
one type of obstacle object includes executing an obstacle 
overcoming action corresponding to said current state of said 
character object. 

17. (new) A program executing device according to 
claim 16, wherein said program is operable to cause said 
program executing device to save said obstacle overcoming 
action as attribute data in correlation with said obstacle 
object, where said obstacle overcoming action corresponding to 
said current state of said character object is predetermined 
in said attribute data. 

18. (new) A program executing device according to 
claim 16, wherein said current state of said character object 
is a current speed of movement of said character object. 

19. (new) A program executing device according to 
claim 18, wherein said obstacle overcoming action is at least 
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one of: a jumping-over action when said current speed of 
movement of said character object is relatively fast; and a 
scaling action when said current speed of movement of said 
character object is relatively slow. 
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20. (new) A program executing device according to 
claim 1, wherein said program is operable to cause said 
program executing device to determine whether said character 
object encounters said obstacle object based on whether said 
obstacle object exists within in a predetermined range along a 
line of view of said character object. 

21. (new) A program executing device according to 
claim 1, wherein said program is operable to cause said 
program executing device to determine whether said character 
object encounters said obstacle object based on whether said 
obstacle object exists within a predetermined range along a 
line of view of the character object and whether a perimeter 
range of said character object and a perimeter range of said 
obstacle object overlap. 
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